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"NSTALLATim^^ * 

1 . Un I ock* apd T^eM^f)!^ <=o i gj&ox door . 

2.% Remove 'fo^W.%"CABlN^JLEVELING LEGS" f|o/n 1 

3. Tip the cabinet to t^he side aad^ajfe^ve the^shipping cleats from its .bottoj 

" * ° Lod€te;.|the*'t^iaded v ^Jh^ - cpe in eaqti corner - and install '.the '"CABINET LEVEL I 

-'■ LEGS" -in them T J W^\ : 



'*-;«, ""S 



*Gt. Level v+ he calai net**,-. 
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'"<«» 



*. W he n. 



5,..^,,^.,. .flnisfiej^the cabinet ■■^khoulcT be stable in the upright position. 
4. Plug the game i.nto a s«||^^f8>'*al I outlet ONLY . 
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Game MUSTvbe 
-jDroperly gi^inded, 



5. 



r]|jp: power ON/OFF switch i s^ I ocacted-: '^ 

-.UPRIGHT MODEL*. On top of the cabinet- toward the back. 



LINE VOLTAGE SAFETY INTERLOCK SWITCHES 

Line voltage SAFETY INTERLOCK SWITCHES have been prov| 
tions of these SAFETY INTERLOCK SWITCHES, are: 



Id for your protection. The loca- 



UPRIGHT MODEL: 



Inside the rear of the cabinet where the access door, when closed, wi 
be able to depress the switch plunger. 



When the cabinet access door(s) are secured in place, the SAFETY INTERLOCK SWITCH plunger( 
are in a fully depressed condition. The game circuit can function normally. 

When any cabinet access door(s) are opened, the SAFETY INTERLOCK SWITCH plunger(s) are in 
partially extended condition. This isolates the game circuit from the line voltage. 

To restore power to the game circuit with the access door(s) open, gently pull the SAFETY 
INTERLOCK SWITCH plunger(s) out to the fully extended condition. THIS IS TO BE USED FOR 
SERVICING THE GAME ONLY! 
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fof'SERV I CE THE CONTROE~ PANEL ( S) 
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1. '"'" UPRI^^^El: ,^SJ|. -?§P 
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tp. T^control'fljSel is held in p I ace^y^ssick clamps. 






They are spring, .leaded to provide constant positive pressure on Jjjeir latcf 

^■•...prSrtes^ '^-' '- ^" •-- 

: % They can ' be? reaped, fh^pugh the coil door AFTER turning po^fer t^he'-game < 

' ...W-reliase the clamps, lift up and" toward the cente#of the Control panel. 

~ S ' V. - ..-■ - .. ':> 

Once-fhey are released, unh.oQft them from their la-templates. 



To dpen the, control panel for servicing 



. jSfe..M 



*8B? 



■.«£* 



^ Raise-.it up aM- ti It it toward you until you cahj^de Vtjje &ab I 1 ng behind it 

^./C-Thei.control p^el^ now loose and may be serviced but ; ,remai,ns tethered to 
^ kg a me b^ a plastic ; strap. ^.- ?■'•■ - „ 

•~ To completely remove the control panel, disconnect^},, from its cabling and 
miscellaneous hardware, and remove the wing^ut ^JpHng it to the plastic 

** ' " V ' ' - -' ' 

The control- panel is now free and can be r#$ved." 

To reinstall the control panel (s), reverse this prbce'dure. 



REMOVAL OF THE MAIN-DISPLAY-GLASS AND/OR THE T.V. BEZEL ASSEMBLY 
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c COP1 

NO PAF 
PROCE! 
FOR PU 
AND NC 
BELMOf 



UPRIGHT MODEL 
NOTE: 



In order to do this,, the. control panel MUST be removed first. See th 
"UPRIGHT MODEL" procedure. 

Turn the power to the game off and remove the control panel. Thisffrees 1 
main-display-glass so it can be removed. 

By putting your finger in'the hole in the middle of the main-display-glass 
support, you can lift it up and out. 

Loosen the screws which secure the T.V. bezel -d if f user-clamps in place. 

Move the clamps to the side and the bezel diffuser may be removed. 

Remove the bezel securing screws and the bezel with it's bezel-d i f user-ck 
their screws may be removed. 

To reinstall the T.V. bezel assembly and the main-display-glass, reverse - 
procedure. 



VOLUME CONTROL POT / OPTION SWITCH LOCATIONS 

The volume control pot(s) and option switches are located as shown in the attached 
Board reference drawing. For adjustment, it/they may be reached through the games 
access door. 
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;Jo : ;.ma^,thii|bunds louder, turn the vol ume"^$jjT^lockw ise as you face.if 






&™ake^the;.so 
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less lo^Eb. turn the volume poty^Sntei^cfJ oc 



#£fi? 



*>,> 



as you ta^e,>|t;. 
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GAME 
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Your new game, ifiif c ^\£||f a two P' a y er model w i^jjpl; co I or T.V. 
possible rifles of operaTOn: ATTRACT, READY-TO-PilAY, PLAY, HIGH 
SELF-TEST. J&& <± "* 
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SELF-TEST MODE 






P r • ; *S^^ gMig has f i ve . 



-■%* 
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The Sejf-Test mode is a speci^fmlxle for checking tWeTfame switches and computer functions, 
It is r 'flfe' easiest and bes^tay to q§$g&$pr proper operation of the entire gam,^ 



NOTE: 



Putting^e game^to* Self-Test will cause it to erase any CREDITS it. ;tias on 
it from i'fs memory'. ... : _ ' ' ■■ „ ^ '*-'-■ '-&' v '' 



m 7%:' 



ay^begin a Self-Test at^any time after^.the power to the game is* on by pushing dowa on 
>ring loaded Self -Test switch. The ga^f enters the Self-Test mode Immediately.**^ 



You ma^ 

the spring 

will take about. 5 seconds to perform thb ; following 7 checks on itself. 



1. 
2. 

>-?• 
4. 

5. 

5. 

6. 

7. 
8. 



ROM OK a'pfiPrsr ^* 



ROM TEST: 
RAM TEST: 
SUB TEST: 
UPR I GHT/TABLE : UPR I GHT; appea/s . 



RAM OK appearsT" 
SUB OK appears. 



COIN 1: .-, 
COIN 2: " 

MYPAC: 
(play'&rsJ 

RANK: 



1 COIN 1 CREDIT appears. 
1 COI-N' r f CREDIT appears. 
3 appears. 

A appears. \ 



>$* 



SOUND 00 appears. Pushing the keft^qr right direction control buttons should cause 

the numbers >to change AND a. sound to be heard. Pushing the jump 
buttons, game star ^buttons, : and the coin switches should 
cause ONLY a sound to be heard. 



9. EXTEND TYPE: 

10. ATS: 

11. RND: 



A appears. 
ON appears. 
OFF appears. 



CROSS HATCH PATTERN 

Pressing the service button while in the Self-Test mode causes a cross hatch pattern to 
appear on the monitor. Pressing it again, causes the cross hatch to disappear. 






^5 



it 



■»- 



r 






^#0 P T I N 



g ,£»"^->* 



V;*qgy* . 



-j3S& 



^g^- 



-> A C - : gj||U^,N^P.~ 



Sfe* 



SWITCH S EilM* I ^^PS 
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///////^///^gf/y///y/////////////////SELF-TEST MODE//////////////////////////////////// 
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* ^ v, -ftf^ NORMAlrWERAT 1 ON'" 
SELF-TEST ENGAGED 



m 



-*** 



SW#1 SW#2 SW#3 SW#4 SW#5 SW#6 SWf3Lg.Hf8 

OFF ■=':'•- ■•';" W- ■' 

ON i •■' 



//////////////'//////////////////NUMBER OF PLAYER'S PER GAME////////////// 
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jp». PLAYER'S 
2 PLAYER 
\YER' S 

\Y§f£s 







iji.'ajTrw 



OFFi: OFF "" 

OFF ON *jjj#'- 

ON OFF "W: 

)N #*0N --/, 






///////////////7//^//7////////////COIN SWITCH NUMBER 1/////yV||#//////^///////////////// 



-ST 

off Off 

OFF ON 
ON OFF 
ON ON 



X 
'/<" 



1 COIN 

1 CO I N ^ 

2 COINS' 

3 "- coTns 



1 CREDIT 

2 CREDITS 
1 CRED I T 

1 CREDIT 



>< 



///////////////////J////JJ////ffi////l\T-mCT MODE SOUND^//////^/////////////////////////// 



SOUND IN ATTRACT MODE 
NO SOUND IN ATTRACT MODE 

-SiiL, 



w?: 



OFF 
ON 



///////////////////////////////////CO IN SWI TCH NUMBER. 2/J/ ///////////////// //^// /////// / 






1 COIN": 

1 COIN 

2 COINS 

3 CO I NS 



1 'CREDIT 

2 CRED I TS 
1 CREDIT 

1 CRED I T 



OFF OFF 

OFF ON 

,,QN OFF 

"'ON ON 



INDICATES FACTORY RECOMMENDED SETTINGS 



I^ART NO. M051-00B64-A007 
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P T ifPI^-W^T C H S jg&T I N GS ' - TEH: I P ^^J C Hjp;"g3£ ._^ 

///fl//W/////ttMwv/j//////W/?// ext J&pq VKt^ //////////// ww//////77////ww 
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VARIOUS OPTIONS 
A 



..-> ■ 



m 



^u 



D 
E 

F **„ 

H 



%*r 



SW#1 SW#2 SW#3 SW#4 SW# 

OFF OFRSIfF 



SW»^ SWf8 



^Aj.OFF . OBIT , 

' p OFF ON 01 

OFF ON ON 

•'ON>y OFF OFF 

ON' OFF ON 

ON ON OFF 

ON ON ON 






OfcaS'- 



"■&«&* 
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iMftt**.,. .-fe 



////////^///yV , ///////^7////^////ttlFFICULTY LEVEL ■ ///////^/^^////W/? : 7^/'/'///// 



■ rank"' a ., *i"f ;erage 

RA|^ ..B^E^Sr^ ■ 

ran% c hard • **^ 

RANK D ... VERY^ HARD"' r 



S-"r >."i 



•«* 



v off 

^ : ,:OFF ON 
ON 4t>FF 
ONj.' ON 



-# 



////////////J////////////'///////fjf^mE. CONTI NU ITY ///////////// ////0 //////////////// / 






NORMAL .-^ 
RUNNING*' 



*fi? 



^^ 



OFF 
ON 



////////////////////////;////7///////// FREEZE VIDEO ////////////////////////////////////// 

. "' ' -fo^J^ _____ | - ., I ..■ — 



NORMAL 
FREEZE 



W : 



OFF 
ON 
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////////////////////////////////////// TRIP SELECT /////////////////////////////////////// 
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YES 
NO 



•.1«W-. 



OFF 
ON 



* INDICATES FACTORY RECOMMENDED SETTINGS 



PART NO. M051-00B64-A007 
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///////////////Jf/W///// ///////// EXTENDED %) I NTS WMk ///V////////j£////////////// 
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OPT 1 ON 
SW 1 TCH 
SETTING 


1ST 
EXTENS 1 ON 


2ND 

EXTENSION 

AT: 


3RD 

EXTENSION 

AT: 


4TH 

EXTENS I ON 

AT: 


5TH;v 

EXTENSION 
AT: 


6TH 

EXTENSION 

AT: 


A 


: 30,000 


^80,000 


150,000 


*300*000 


500,000 


1,000,000 


B # 


| 30,000 


100,000 


200,000 


400,000 


6,00,000 


1,000,000 

_. „ ~--lk. - 


C 


40,000 


100,000 


180,000 


300,000 


500,000 


1,000,000 


D 


30,000 


80,000 


EVERY 

100,000 








E 


50,000 


150,000 


EVERY 

200,000 








F 


30,000 


80,000 


150,000 ' 


, 




1- 


G 


40,000 


100,000 


200,000 


# 






H 


40,000 


*: 


.... 
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Pac Land Logic Board Connections 

J8.44P Edge Connector (The pole key is located between E and F) 
225J-22221-488DDK (Pitch 3.96mm) 



A 


GND 


B 


Speaker + 


C 


Lockout Solenoid 


D 


1 P Start Lamp 


E 


+ 12v 


F 


+ 5v 


H 


GND 


J 


Service Switch 


K 


Coin 1 Switch 


L 


1 P Start Switch 


M 


Player 1 Jump Switch 


N 


Player 1 Left 


P 




R 


Player 1 Right 


S 




T 




U 




V 




w 




X 




Y 


Coin Counter 2 


z 


GND 



1 


GND 


2 


Speaker - 


3 


Coin Counter 


4 


2 P Start Lamp 


5 


+ 12v 


6 


+ 5v 


7 


GND 


8 


Test Switch 


9 


Coin 2 Switch 


10 


2 P Start Switch 


11 


Player 2 Jump Switch 


12 


Player 2 left 


13 




14 


Player 2 Right 


15 




16 




17 




18 




19 




20 




21 


Table GND 


22 


GND 



Notes : 

1. The lockout solenoid and the coin counter's power supply is +12v. 

2. The start lamp's power supply is +5v. 

3. Each microswitch is connected onto the N.O. terminal. Each GND is 
connected onto the COM terminal . 

4. TABLE GND - for the table, the GND is connected. Others, the GND is 
not connected. 



J6 . 6P Plug Housing (Socket Connector) 



1 


Video 


Red 


2 


Video 


Green 


3 


Video 


Blue 


4 


Video 


Sync 


5 


Video 


GND 


6 







Housing 
Contact 



1-480704-0 
350689-1 AMP 



J7 . 3P Plug Housing (Socket Connector) 



1 +12v 1A 

2 GND 

3 +5v 4A 



Housing 
Contact 



1-480704-0 
350689-1 AMP 



Name Of Game: Pac Land 



Manuf: Namco 



Switch "A" Settings 



Option | SW1 | SW2 | SW3 | SW4 | SW5 | SW6 SW7 SW8 

Normal Play Mode | OFF I I I I I 

Test Mode ON | | | 

3 Pac-Mans Per Game | | OFF | OFF | | 
2 Pac-Mans Per Game | | OFF | ON | | 

4 Pac-Mans Per Game | ON OFF | | 

5 Pac-Mans Per Game | ON | ON | 

Coin 1 : 1 Coin / 1 Credit I I I I OFF | OFF 

1 Coin / 2 Credits! | | | OFF | ON 

2 Coins/ 1 Credit | | | ON | OFF 

3 Coins/ 1 Credit | | | ON | ON 

Attract Sound On I I I I I I OFF 

Attract Sound Off | | | | | ON 

Coin 2: 1 Coin / 1 Credit I I I I I I OFF OFF 

1 Coin / 2 Credits! I I I I I OFF ON 

2 Coins/ 1 Credit I I I I I I ON OFF 

3 Coins/ 1 Credit I I I I I I ON ON 



Switch "B" Settings 



Option | SW1 | SW2 | SW3 | SW4 | SW5 SW6 SW7 SW8 

ALWAYS OFF I I I I OFF | OFF OFF 

Free Man Points A | OFF | OFF | OFF | 

Free Man Points B | OFF | OFF ON 

Free Man Points C | OFF | ON | OFF | 

Free Man Points D | OFF ON | ON 

Free Man Points E ON OFF | OFF | 

Free Man Points F ON OFF ON 

Free Man Points G ON | ON OFF | 

Free Man Points H ON | ON | ON 

Game Continuity Normal I I I I I OFF 

Game Continuity Running I I I I I ON 

Screen Hold Normal I I I I I OFF 

Screen Hold Stop I I I I I ON 



Free Man Points Table 



1st 



2nd 



3rd 



4th 



5th 



6th 



A 


30,000 


80,000 


130,000 


300,000 


500, 000 


1, 000, 000 


B 


30,000 


100,000 


200,000 


400,000 


600,000 


1, 000, 000 


C 


40,000 


100,000 


180,000 


300,000 


500, 000 


1, 000, 000 


D 


30,000 


80,000 


Every 100K 








E 


50, 000 


150, 000 


Every 200K 








F 


30,000 


80,000 


150, 000 








G 


40,000 


100,000 


200,000 








H 


40,000 













